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Warring: 

Read before using your PlayStation® Game Console 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to these patterns or 
backgrounds on a television screen, or while playing video games, including 
games played on the PlayStation® game console, may induce an epileptic seizure 
or epilepsy. If you, or anyone in your family, has an epileptic condition, consult 
your physician prior to playing. If you experience any of the following symptoms 
while playing video games - dizziness, altered vision, eye or muscle twitches, loss 
of awareness, disorientation, any involuntary movement, or convulsions - 
IMMEDIATELY discontinue use and consult your physician before resuming play. 

Warning to owners of projection televisions 

Still pictures or images may cause permanent picture-tube damage or mark the 
phosphor or the CRT. Avoid repeated use of video games on large screen 
projection televisions. Refer to your projection TV instruction manual for details. 

Handling your PlayStation® disc 

This compact disc is intended for use only with the PlayStation® game console. 
Do not bend it, crush it, or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it in 
its protective case when not in use. 

Clean the disc with a iint-free, soft, dry cloth, wiping in straight lines from center 
to outer edge. Never use solvents or abrasive cleaners. 
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Thank you for purchasing “Backstreet Billiards”, exclusively for the 
PlayStation® game console. Please read this manual carefully before 
playing and only use this product according to its instructions. Keep this 
manual in a safe place for your reference. 
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Memory Card Slot 2 
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■■ M''M- ~*m wamn m«-* t : 

1. "Set up your PlayStation® game console according to the instructions 

in its- Instruction Manual. Make sure the power ip oft before inserting 
“or removing a cBfripact disc. - . 

2. Inserj.Jhe Bacjirstreef Billiards‘disc and close tee disptpover. 
^^irisefli'amiedntraJJers and turn on the PlayStationOii,game console 

• ‘Follow the on-screen instructions to start a game.*, ; x * -^5" 


front View: 


Controller Poftd 
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Aralcg Controller: 

, 

T^e Analog Controller’s Dual Shock™ feature can be turffed^n/Off from 
the option menu. (Analog Controller only) '.Please play with the LED off. 
Thd feawa aifc plavecl with the Directional buttons, the left/ifght Analog 
sticks are not used. » « 
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Using ttie Millti Tap; 

This gatme supports up to 4 players using the Multi Tap. Connect the 
Multi-Tap to Controller Port 2 on.the PlayStation® game console.' 4 * 
Controllers should then be attached to the Multi Tap beginning from port 
A. then port B:C and D. 

*It is also possible to play a 4-player game wfmml} using the Multi Tap. 

*!***» . -»m t : * 

Memory Cards mmmu m j., 

Game prigfedl&an be saved using a Memory Card (sold separately) in 
the designated Memory Card slots.. GbooseT'Memory Card”:frornjthe 
Opjion MelillandsesnliOTayftur.selecttem YTesave’Story-progress, select. 
“Save” from the menu). Choosing “YES” saves the data. If this is not 
dqpe tll^J^,\|iliisi.jbessaveel? > 'Wi##hi off tb@ f?o«er without saving will 
cause all progress to be lost. ‘ **.«»** • 

*Aft extra block of memory is requited to save data from the Trick Edit Mqde. Y ,, 
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CD Change CDtieflt ft*’!* 

The player has the option to listen to an audio CD of their choosing when- * * 
playing Backstreet Billiards.-After beginning a game, press the Start " : “ 

button and select the “CD Change” option. With the CD Change menu..., 
open, swap the Backstreet Billiards CD with the desired Audio CD in order 
to play. Reinsert the Backstreet Billiards CD when prompted. 
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Accessing the different modes of play is achieved by pressing,the Start 
Button at the title screen. Use the Directional btatfbn|^,||lec} desired 
gfme/mode qpd confirm by pressing either theSffiJoF'i^; ^jittohs, 

Sttpj J* : .* U#- s % 

Challenge individual characters to a variety of billiard games. To move 
the story forward, your character must-talk to the people that appear and 
chaHengelierritp pool matches: Seating thd%sfWaracter completes 
the story mode and reveals the ending. 

9 different billiard games are available on the Pocket table.^^ptiens such 
as the number q‘ players, choice between CPU or human opponents, 
game rules,' and number of sets may ftfe adjusted 

** ***•* '■ * at? f i 

& • « ■* * 

5 billiard games can be played using the Carom tabto* - ’ i, 

m- • m m ■ > t ■ s m , HH ^ -M iHt ? , 

f)yjjpjp* * ; It -ft JUIVHi 3 : .S& 

, ,«f mmmmm u mm» > 

SeTaet a table, the ball arrangement, and practice without interference - . A 
great pfaee to leap the tptncacies of the cue baits movement. 

• *»»■;' »f IW, , ■ «M »:■» Hi SMI 1*1 «• Mr# » e»i ® 

I, - ■ . ■ ; - 

The goal of this mode isTo sdccessfuHy sink all balls arranged on the* „ 
table in.dnic shot. You may also create your own tricks using the 1 rick 
Editor, and. then save them to a Memory Card. • , > 1 
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Speed: 




The object of this modfe;i§'to clear all the balls on the table as quickly as 
possible. Pocketing tbgwWjflgy order will clear the stage. ScrafchingTh# 
Cue ball adds a time penalty. *' , $« 



IIfDpticr: . .. .* ' ; t "/ 

Access/Adjust the various features within this menu by highlighting th 
desired feature using ^hf Directional buttons and then pressing the (2 
Button. Press the ®t Button to. exit. 
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Stereo-Mono Setting 
Listen to the in-game music 
Listen to the in-gaYfle sound 
effects - , 

View records " *5 
Saving and Loading data 


SOUND 

96M«t 

SE: 


RECORDS: T 
MEMORY CARD 





Changing Cues: 

After acquiring additional. Cues, the player 
can select the one they wish to use by 
choosing “Cue" from the Conversation 
screen. The currently equipped Cue is 
designated by an “E” on it’s pictyre. The 
§reen color on the stat bar indicates the 
selected Cue’s effect ori that stat,, 

l" .'T-.Vr aiii*®#.# 

Equipping Itejns:’ mSife * 

To view and select acquired itemg-ficcess 
the “Item” option trom a ttjfeiQ 0 nversation 
screen. The orange color on the stat bar 
indicates the item’s en$CTon that stat. 


Basic Stats: 

In, Story Mode the player has three basic stats that can be increased to 
irAprove their performance, these are: em 

’>• , POWER; Strength with which the Cue Ball 

V '**•«.. .* "’**“' is hit changes , 

w43Sp HNIQUE: . f Jhe movements of ; the Cue Ball t U% 

** *»» change, depending on Cue angle 

■ ' - w and where on the Cuefjall 

•I' the Cue hits 

- < ppeed of the shot power 

ft »•.» gauge changes* <*«V 

Lcl i rQl IJ I if-* ' m^00mrn : 

The player is rewarded with additional points.upon defeating an 
opponent. After winning, the level-up screen is displayed, and the player 
m$^ 0 igrt£mi|se points to any ofThe stats, as they ! 0hoose. Points are 
awarded as follows' . 

f t a w # a t* <«, ‘n 

%.r& points ? ; 

* 5 points 

AftOr all points are distributed, tfie player Is 

given a conlirmation display. selecting YES < * hKSSSs* ^ 

cdhtiftOe&Itae.|am,e,; ;Selecting NQ retomsdbe m feggg SSSSI 

player to'the level-up allocatiorWs&rteen. ■ 1 —- 











Tess the Start Button during a game to open the option menu. Use the 
Directional buttons (up & down) to highlight the desired item, and confirm 

wi r\rr\r'r' i+ Dnttnn.... .-^*4«- . .... 


Barkirg Screen: 

Before starting a game it must be decided 
who will go first. This is accomplished by 
having both players shoot a ball from the head 
cushion (cushion at the bottom of the screen), 
towards the foot cushion (cushion at the top of 
the screen).. The playerwho gets their ball the 
closest to the nead cushion 
(bottom of the screen) wins the right to make 
the Break shot. If the ball does not hit the foot 
cushion, it is a foul. If both players shoot the 
same distance, or foul, both of them must 
shoot again. If two players are using the 
same controller, or there are more than three 
players, banking is not necessary. 

Cue Call Arrangement: 

After banking, the player who goes first needs 
to place the cue ball. It can be rearranged as 
often as you like. Placing the cue ball is 
achieved by moving the Directional buttons 
while holding down the ® Button. 


Replay the most recent shot 
Turn background graphics ON/OFF 
Turn vibration feature ON/OFF 
Change the camera view used after | 
a shot 

Change trajectory guide/tUrn ON/OFF 
Play a music CD during a game 
Change background music volume 
Change sound effects volume 
Return to title screen 
Return to game 


BG: 

VIBRATION 

CAMERA: 


GUIDE BALL: 
CD CHANGE: 
BGM VOLUME 
SE VOLUME: 
QUIT GAME: 
EXIT MENU: 


Depending on the mode of play the content of this menu will vary slightly. 












Direction Screen: 


aimed is 


free Camera Mode: 

Pressing the R2 Button allows the camera angle to be changed to 
confirm cue or pocket positioning. Rotating the camera requires the 


Moves camera forward, 
back, left and right 


Direction 


(§j Button 
siSI) Button 


Rotate camera 


Rotate camera 


Move camera down 
Toggles ball color/number 


LI Button 
L2 Button 


Move camera up 
Exit free camera mode 


R1 Button 
R2 Button 



Start Button: Open the 

■ ■ - 

Select Button: Switch to 


LI Button 
L2 Button 


Zoom in 

Indicates ball number 


R1 Button 
R2 Button 


Zoom out 
Open/Exit free 
camera mode 
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Stiot Direction 


u to the shot power screen 


The game will automatically 
line up the hit straight on. 

Hit the ball straight on for the 
most power and a direct hit. 


Use the directional buttons 
to adjust for angled shots. 
The more you adjust the shot 
to the left or right, the more 
angle you will give your shot. 


You can also make shots that 
need to angle off a cushion 
to get to the ball you want to 
hit. Use the ghost trail to see 
where the ball will go. 



Power Exchange: 

Press lit to change between the 
blue meter (normal) and the red 
meter (power). 


Srict Power Screen: 

Indicates the strength with which the cue ball 
will be hit. The further to the right the meter 
is, the more powerful the shot. Press the © 
Button to confirm power. Press the (Si Button 
to switch between the low/high power shot 
options. A more powerful shot will be very 


useful in situations such as the break. 






odify tlie Cje Pcsitiers 


cue ball, will affect trajectory, speed, and a 
number of other aspects of the ball’s a 
movement. Press the Directional buttons 
while holding down the <■) Button to adjust 
where on the cue ball, the cue will strike. Tjie 
player may adjust the angle at which the cue 
will strike the cue call by using the (up & 
down) Directional buttons while holding down 
the (g) Button. 


Cje Angle: 


The larger the angle you give the 
cue stick, the larger the amount 
of spin you’ll get when you hit 
the ball. Give the cue stick 
enough angle and it will jump 
over other balls. 


Top Spin: After hitting a target, both the cue ball and target will 
continue to move forward. 

Center Hit: After hitting a target, the cue ball will stop, but the target will 
continue to move forward. 

Left Spin: After hitting a cushion, the cue ball will travel to the left. 

Right Spin: After hitting a cushion, the cue ball will be travel to the right. 
Back Spin: After hitting a target, the cue ball will roll back towards you 
while the target continues forward. 

Jumping: Make the cue ball jump over an obstacle to hit a target. 

Masse: Apply a very strong spin to the ball, allowing it to move forward 
while curving. 

Combining cue position and angle allows for a wide variety of bat! movement. 
Training in the practice mode will allow you to perfect many different techniques. 


The smaller the angle you give 
the cue stick, the less spin and 
more power you will get when 
you hit the ball. 
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.Novice: Baii-ln-Hanci. No call shot for the 8-ball. 

House: After fouling, the cue ball will be set anywhere behind the head 
line. An object ball behind the head line can be hit directly. The 8-ball 
must be a called shot. 

Regulation: After fouling, the cue ball is set behind the head line. An 
object bail behind the head line cannot be shot directly. The 8-ball must 
be a called shot. „ 

Call Shot: Pocket must be called on all shots, expect for the break 
shot. If the 8-ball is pocketed on the break shot, it is returned to the 
foot spot, and the game continues. 

*Call Shot: Pocket where.ball is to be placed must be called prior to the shot. 
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balls wins game. After the break, any ball may be shot. 

Number of players: 2 -4 

IP CM il® 
f OLSI® 

• If at least one ball is not pocketed on the break, and at least on 
doesn't hit the cushion. 

• If the cue ball is pocketed (scratch), or drops off of the table. 

• After hitting the target, no balls hit a cushion. (Except Novice) 

• If called ball is not pocketed in called pocket. (Call Shot only) 


Rule Settings 

• Novice: No no-cushion foul. 

• Regulation: Cue ball is returned to the spot 
where it was prior to fouling. 

• Call Shot: Regulation rules apply. All shots, 
excluding the break, must be called. 



This game is played with object bails #1 - #15 and the cue ball. The 
player who first reaches the agreed upon amount of points wins the 
game. Players score one point per ball, and may begin by shooting at 
any ball. 

*Only for this game, does the player who loses at banking go first. 

Number of Players: 2 .. * 


r©jis ^ 

• If called ball is not pocketed in called pocket. (Call Shot only) 

• If the cue ball is pocketed (scratch), or drops off the table. -1 pt 

• After hitting the target, no object balls make contact with a cushion. 

-1 pt (Call Shot only) 

• After the break shot, if at least one ball is not pocketed and at least two 
balls make contact with a cushion. -2 p.ts (Call Shot only) 

• Three fouls or scratches in a row is a loss. -15 pts (Except Novice) *m* 

Rule setting: ...^^^11 

• Novice: No call shot. No three fouls rule. fey [ fej §*'*, I 

• Call Shot: All shots must be called. Three I t —• I 

foul rule applies. f ; P*? T : ^ T,, . H 
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This game is played with object balls #1 - #15 and the cue ball. Object 
balls are shot at the assigned pocket. If a ball is pocketed in one of the 
assigned pockets (the two corner pockets at the foot-end of the table), 
one point will be scored. The first to 8pts wins. The first player chooses 
one of the two pockets, and the second player is automatically assigned 
the other. 

Number of players: 2 

l..l: 

• If the cue ball is pocketed (Scratch), or drops off the table. 

• If no balls make contact with a cushion after hitting the target ball. 

„ c ‘-^(Except Novice)*':' 

• If you foul or scratch three times in a row, you will lose. (Except Novice) 


Pule Setting: 

• Novice: Ball-in-hand, an object ball behind the head line can be hit 

directly. . . 

• House: After scratching, the cue ball will be set behind the head line. 
An object ball behind the head line can be hit directly. 

• Regulation: After scratching., the cue ball is set behind the head line. 
An object ball behind the head line cannot be shot directly. 

*When you foul, the game continues without moving the cue ball. 











csISISlij 


MSfllBni 




*irsp! 





/sj cal aftVi m («i i rstHi i ?. @ ^ 



fmmm 


nfc] fi si' a] I £3 jtst® M \ 7 








































mm. 











si j Iffflair® i fslsl^SFiT® Bs \ m fsis Ks s m 8 !£ 3 e»ll fsa 

HI 





- -aSSi:!&■'f:v I© 




#(® 

fSfH 19?sl! SvJ Sill CSSO HIsM* 



|f 1 '■*' ’*' 


HH 3 itsHsllI HI i^TeMe' 


1 HNDB 


1 


9JSi*mSi^w3e v j y 4 


fei ®Ii teSHr^S * 


aiSBic |j a til ilskU 1111 [zmH 

q h 1 t» fa t5» B 1 K 





1 



skb 



ockets 


m 

9 ball: 


ketec 




























































KoeSXM*. 


In addition to the rules for Four Ball, the four comers: are designated 

B eas. Played with two object balls, two cue-balls or a Carom table (M). 

tting two out of the three balls with the cue ball in one turn is rewarded 
with a single point. If one player misses, the next player then has their 
turn. You cannot score at the four corners: two times in a row, so on the 
second shot, the player must shoot one of the two balls out of the area to 
score. The player who scores the agreed upon number of points wins the 
game. When the first player reaches the agreed upon number of points, 
the next player (in order to tie), must score the agreed upon number of 
points in the next inniyig. If this is accomplished, the game is a tie and 
there is no winner. '' 

'-s 

Number of Players: 2 

feu I: 

• If either the cue ball or object baTi(sf drop off ofttteTabter mm i » 

Rule Setting; 

• Regulation: Hitting more than two balls with the cue ball in one shot 
will score one point. 

• Local: When hitting object balls in an order such as White to Red. Red 
to White, two points will be scored. Three points will be awarded for 
Red to Red hits, and striking all three balls in one shot will be rewarded 
with five points. 


player misses then it is the next player 
agreed upon number of points wins th 
reaches the agreed upon number of p 
tie), must score the agreed upon numl 
this is accomplished, the game is a tie 


rores the 


Number of Players: 















pel'll; 


come in contact with a cushion at least one time bet 
ball. The player who scores the agreed upon numbei 
game. When the first player reaches the agreed upo 
the next player (in order to tie), must score on his/he 
accomplished, the game is a tie and there is no winf 
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The white ball used in most pool & billiard games, typically the one that 
the player must hit with the cue. 

0i)JfC%Jpr!8$s 

Any bail used in a game, except for the cue ball. In pocket games these 
are balls #1 - #15, in carom games the. object balls are Red and White 
(your opponent). 

rf* $f' ( 

.. 

Felt covered rubber surrounding a pool or billiard table. 

i'-C'Cfcets 

Any opening or hole on a billiard table, there are typically six pockets on 
a bHIiard table: four located at each of the corners of the table (corner 
pockets) and one each centered on the side of the two longer cushions 
(side pockets). " . 

Br^DaB^ Siiots 

The initial shot in a Pocket game. In a Carom game it is referred to as a 
“serve.” 

Scratclis 

A foul that occurs when the cue ball is pocketed unintentionally. 

The cue ball may be placed anywhere on the table. 



A young man who often frequents the pool bar, 
Sparky’s. He is quite a talker, but his billiard skills 
still leave something to be desired. However, he 
does practice a good deal. 

’ ' > , ’ . * : 

Bryan: 

A regular customer at the fast food restaurant, 
little Cherry.” Overall he is an average pool 
player. But when he is hot, he plays a good 
game. 


Cina: ■ 

She and Renaldo have known each other since 
they were children. At the present time, she is a 
better player than Renaldo. She has a good 
reputation as a stable player. — 


Cards 

She works at The miscellaneous goods store, 
“CochaBamba.” Her billiard skills are improving as 
her store manager has spent time training her. 
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Side Pocket 


Center Spot 


Corner Pocket 


ASCI! Entertainment Software, Inc. (AES) warrants to the original purchaser of this (AES) product that 
the medium on which this software program is recorded is free from defects in materials and work¬ 
manship for a period of ninety (90) days from the date of purchase. AES agrees for a period of ninety 
(90) days to either repair or replace, at its option, the AES product. You must call (650) 780-0166 to 
receive instructions to obtain repair/replace services. 

This warranty shall not be applicable and shall be void if the defect in the AES product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE 
SHALL BE BINDING ON OR OBLIGATE AES ANY IMPLIED WARRANTIES APPLICABLE TO THIS 
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE 
IN NO EVENT WILL AES BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THE AES SOFTWARE PROD 
UCT. 

Some states do not allow limitations as to how long an implied warranty lasts and-or exclusions or lirn 
itations of consequential damages, so the above limitations and/or exclusions of liability may not ap 
to you. This warranty gives you specific legal rights, and you may also have other rights which vary 
from state to state. 

Repair/Service After Expiration of Warranty - If your game disc requires repair/service after expiration 
of the 90-day Limited Warranty period, you may contact the Customer Service Departmeni at the 
number listed below. You will be advised of the estimated cost of repair and the shipping instructions. 
ASCII Customer Service Department'Technical Support Line (650) 780-0166 ■ Call this number for 
help m installing or operating our products or for general product questions. Representatives are av 
able Monday-Friday. 9 a.m.- 4 p.m. Pacific Standard Time. There is no charge for this service Toll 
charges may apply. 

Hint Line - Game hints are available within the US at 1-900-288-ASCII (1 900-288 2724). The cost i 
$0.95 per minute, and automated support is available 24 hours per day, 7 days a week. This hint line 
supports games produced by ASCII Entertainment Software, Inc. No hints will be given on our 
Customer Service Line. Long distance charges are included in the above rates Callers under 18 
years of age must obtain permission from a parent or guardian before calling A touch-tone phone i 
required. 

ASCII Online at http://www.asciien1.com - Our news is always cool! Visit our website and lind out 
what's tiappening at ASCII - new titles, new products, and fresh tidbits about the new gaming world! 

ASCII Entertainment Software, Inc. 

P.O. Box 6639 
San Mateo, CA 94403 
www.ascii.com 















